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CAMPAIGN OVERVIEW

Title: Lament of the Starbound Seer Theme/
Genre: Mystery with Elements of Cosmic Horror
Tone: Dark, Suspenseful, and Atmospheric
Target Level for Players: Level 5

Expected Duration: 2 hours

Player Focus Preferences:

Combat: Medium
°* Roleplay: High
* Exploration: Medium

BACKSTORY AND SETTING
‘WORLD OVERVIEW

Welcome to the world of Eryndral, a realm where the
heavens are filled with secrets. The stars guide sailors,
assist prophets in deciphering omens, and empower
mages aligned with celestial configurations. Recently,
the stars have grown erratic, their patterns disrupted.
This astral tumult is felt strongly in Lusutra, a coastal
town overshadowed by the formidable Starbound Reach
observatory.

LocAL AREA

Lusutra: Perched on cliffs overlooking a turbulent sea,
the town is enveloped in mist. Its atmosphere is tense;
only the faint starlight and lamplight pierce the gloom.
The Starbound Reach dominates the skyline, a place of
awe and dread, said to house strange forces. Recently,
its enigmatic Seer, Lyra Ardesc, has been plagued by
disturbing visions, and villagers have mysteriously
vanished.

HistoriCcAL CONTEXT

Founded two centuries ago, the Starbound Reach was
constructed by an arcane order devoted to the astral
arts. Tales of its bewitched nature and links to
otherworldly entities have been long dismissed. Now,
these stories resurface as the Umbral Rift emerges—a
void consuming stars in the sky, heralding unknown
challenges.

IMPORTANT NPCs

e Lyra Ardesc (The Starbound Seer): Once a respected
scholar, now she mutters cryptic warnings. Her mind
teeters on the brink of madness, claiming the stars
have begun to scream.

e Mayor Thalos Verdence (The Nervous Authority): He
struggles to maintain order amidst growing fears,
torn between dismissing Lyra’s claims and
mollifying the frightened populace.

¢ Kaiyon Mirthroot (The Amateur Historian): This
enthusiastic herbalist and amateur historian is
passionate about the observatory’s legends and
might provide surprising insights.

¢ The Star-Touched (Mysterious Wanderer): An
enigmatic figure appearing at random, leaving
cryptic starlore and clues, seemingly linked to the
star’s disturbance.

ProT Hook
OPENING SCENE

The party arrives in Lusutra just as the Moonwake
Festival is about to begin, finding an eerie, unnerving
ambiance. As mist coils through the streets lined with
half-abandoned festival preparations, a frantic villager
interrupts the tense gathering. In a voice filled with
terror, he exclaims:

“They've taken my son! Stars above, the Reach is
calling—but to what doom, I dare not think!”

Mayor Thalos quickly approaches the adventurers,
offering gold and accommodation if they investigate
these mysterious disappearances all linked to the
observatory’s surroundings. The party uncovers that
villagers vanish, oftentimes near the cliffs, chanting,
“The Lament speaks... the Lament sings...”



PRIMARY OBJECTIVE

Delve into the cause of the celestial disruptions and
restore the vanished townsfolk to safety.

KEY LOCATIONS

LocCATION 1: THE TOWN OF LUSUTRA
(STARTING AREA)

Atmosphere:

A penetrating mist blankets Lusutra, creating an

atmosphere of isolation and doubt. Banners prepare for

festivities, but worry overshadows any celebration.
NPCs:

¢ Villagers: Whispers about the cursed stars circulate,
and numerous requests for help surface.

e Mayor Thalos: Trying to balance skepticism and
fear, engaging in tense debates with Kaiyon.

e Lyra Ardesc: Occasionally appears in the mist,
wresting with a prophecy she barely understands.

Encounters:

¢ Roleplay: Discover that missing persons have often
disappeared near the cliffs by speaking with
villagers.

¢ Combat (Optional): Opportunistic bandits take
advantage of the turmoil to loot the disoriented
townsfolk.

¢ Puzzle Clue: Observant villagers mention strange
constellation carvings appearing on buildings,
echoing symbols found in the observatory.

LocATION 2: THE CLIFFSIDE
CAVERNS (INTERMEDIATE AREA)

Atmosphere:
Near-constant waves crash below as a ghastly glow
spills from the cavern entrance. Inside, a hum suggests
something otherworldly lingers within.

NPCs:

e Star-Touched Cultists: Possessed locals under
mysterious influence, chanting in ominous tones and
guarding the secrets of the stars.

Encounters:

e Combat: 4x Cult Fanatics coordinate eerily, their
main objective being to delay the party.

e Trap/Puzzle: A star-map puzzle demands proper
alignment of glowing glyphs representing
constellations to venture deeper. A failed attempt
exposes the party to a psychic backlash (Wisdom
Saving Throw DC 14 to avoid vulnerability to psychic
damage).

LoOCATION 3: THE HEART OF THE

STARBOUND REACH (CLIMACTIC
AREA)

Atmosphere:

The observatory’s central chamber is both magnificent
and menacing with its cosmic displays. Strange
carvings whisper of secrets, and an ominous telescope
focuses on a starless void—the Umbral Rift. At its core,
a levitating Lyra is ensnared by an alien energy,
channeling a sinister melody into the telescope.

Key Challenges:

¢ Boss Fight: Lyra, under the control of “The Choir,”
an alien consciousness, assaults the party using star-
infused magic and psychic powers, backed by
spectral star guardians.

e Lyra’s Stats: Modifications to the Archmage
stat block include replacing Fireball with
“Screaming Stars” (AOE radiant damage).

e Minions: 2x Shadow Spawn, made of radiant
energy.

¢ Puzzle/Choice: The telescope acts as a conduit. The
party can neutralize the alien influence by damaging
or dispelling magic on the telescope. They must
choose: rescue Lyra but forego potentially powerful
knowledge or risk leaving the cosmic power in play.

CLIMAX AND RESOLUTION
THE FINAL CHALLENGE

In a time-sensitive face-off, the adventurers have 7
rounds to subdue Lyra and disconnect the Choir before
a catastrophic breach envelops the land. The path to
resolution lies in disabling the Seer’s grip or finding
unforeseen ways to counter the Choir’s intrusion.

STAKES OF SUCCESS OR FAILURE

¢ Success: The alien threat dissipates, and peace
returns as a shaky equilibrium is restored. The
missing townsfolk return befuddled but intact.

¢ Failure: Permanent changes scar Eryndral as the
Umbral Rift stays open, ushering a sinister cosmic
era either as subdued participants or compromised
witnesses.



REWARDS

* Loot:

¢ Telescope Lens of Farsight (Rare Magic Item):
Provides advantage on all Perception checks
for distant observations.
e Starmetal Shard: Enhances weapons to deal
additional radiant damage.
¢ Story Rewards:

¢ Gratitude and respect from Lusutra’s citizens.

¢ Knowledge about the Choir, laying the
groundwork for future encounters or
campaigns.

SUPPORTING DETAILS

Stat Blocks: Lyra (modified Archmage), Cult Fanatics,
Shadow Spawn.
Simple Map Suggestions:

¢ Circular observatory maps with celestial features.
¢ Cavern maps featuring murals and constellations.

Atmospheric Sound Suggestions:

¢ An observatory ambiance filled with cosmic chimes
and haunting echoes.

¢ Combat themes using eerie strings to heighten
tensions and evoke alien menace.

Player Handout Examples:

e Snippets of Lyra’s disjointed prophecies on star
charts.

¢ Drawings of constellations forming during
encounters.

FLEX1IBLE OUTCOMES
ALTERNATIVE PATHS

The party might work alongside Kaiyon if an alliance
appeals, using lore to invoke the celestial over dispelling
it via forceful means.

UNEXPECTED EVENTS

Should gameplay stagnate during combat,
reinforcements or a surprising reversal can occur—
possibly with Lyra momentarily fighting off the Choir’s
hold to assist.

IMPROVISATION TIPS

Infuse mystery with the Star-Touched wanderer’s
appearance, often as a herald of choice or consequence,
pushing the narrative into new directions as needed.



